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One Goal, Many Levels 



The lovely Princess Vicioria is being held captive in the Evi! Wizard's 
[enplc. As llhc Kung-Fu Ma'^lcr* you're Uic only one powerful enough 
10 rescue her. 

The Icmplc itself would n'l pose ihai much of a problem. Except ihai iL 
has five diffcrem levels. And each one is crawling wi^ a liic-lcss aimy 
of enemies. 

Using ycur superb manial aits skills, you'll have loousi henchmen, 
knife-ihrowcrsH dragons, and aslt^wof oih<:j not- very-nice types. 

If you manage to clc^in out everybody on a level, youll auiomaiically 
go lo ihc nexl IcveL And yogr energy mcier gnU Omer wjU txj rcscl. 

Once you sviccccd in rescuing Princesji Victoria, you'll be seniback 
down [0 Ihc firsi floor for more kicliing and punching and jumping. 

Only this time things will hiippcn evea faster and more furiously^ 



Start' Up 

1. Make sure thai the power switch on your game systems is 
OPP. 

2. Insert ihc Kun^^-Fu Master canridge as described in your 
gam^: system owner's guide. 

3. Turn ihe power switch to ON. 

4. To bcgiu play for a 1-pIayergame. press the GAME 
RESET lever. To begin play for a 2-playcr game, press 
the GAME SELECT lever, then the GAME RESET 
lever. 



What's on the Screen 



In ihc upper Icfi quancr of ihc ^fccn you'll niAkc some numtK*rs and 
bars. Here's wlua's whau 

Timer 

The firsimimbei — ihc one ihai keeps gciiing smaller — 1& your umcr. 
When il reaches 200. a warning wjj] sciund (o !cl you Vnow Ihal livnb'f; 

ruRnmg oui. A^i^ when iJic Lmcf reaches £cto. you lose your life. 
L!v*s 

The nwmliCf off to U»c ri^hi a bii (it sions ai 3) is ihc number of livts 
you have ItfL 

Score 

The lower number — ihc one (hai keeps increasing (you hope) — is your 
score. You cam points Tor dcsLroying each opponent — unlesii you let 
him get loo close before you punch or kick him. 

Your Knergy Bar 

The firsi bar, labeled PLAYER, indicates your energy level. When ii 
runs out, so does your U fc, 

Fnetny Energy Bar 

Thcsetond bar. labeled ENEMY, is ihe eracrgy meter for the final 
opponent in cac^ level. You mu^i deplete all of hiseriergy to be able 
10 go on to Uie nexi level, 

NOTK on twu-pbycr gamcsr In a two-player game, play 
aliemaics whenever a player loscsa lif:^. Tlie se^iond player's timer. 
se<tfe, and energy bar rc^ilacc those of ilie first pTjiyer, and so on. If one 
pliiycr lo^ all his lives, the other player conimue^ withoui 
intemiplion until the game is over 
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One Friend, Many Enemies 



princess Vicioria is your only friend in ihis treacherous lemplc. 
Everyone else — iand everything else — as Qui lo get you. Some of your 
enemies dcmonsLfate ihoif po^wcf in numheis. Olhcrs sport some nasty 
weapons- While sulL oihcia— like tiie snakes— are compJcicly 

indcstruciible. 

You'll gui-ckly team ihe ans and ouis o( doing in your various 

opponents. Bach type rcqmresspccial handling. Here'^ a hin^ or two 
on how to handle lijcm. just to get you siant'd. 

Henchmen. They're noi that much of a threat for a Kgng-Fu Masier 
like you. One punch or kick should do it. Problem is^ there's so many 
of Ihcm. And they cfmc at you from both sides. Plus, iJiey'll liy to 
hold on loyouanddniin your energy. 

Knife- throwers. Duck or jump to avoid their knives. And use two 
punches Of kicks to kTOck these guys otit of the game. 

Midgels. These lumbling attackers approach you from either stde. 
Somctjmcs it's best lo gei ihem wiih a low punch or kiek. 

Dragon balls. Ins»Ie each of ihcsc innocent- looking falling batls is 
a rirc-hreodiing dragon, just waiting to singe your ghi off. Destroy the 
ball before it hii^^ [he ground using a single kick. Or duke it out wiiJi 
the dragon with punches or kicks. 

Snukc biiskets. Like tfic dragons^ these vile creatures fall from the 
sky disguised. Only ihcsc guys arc hiddt^n in baskets. Smash die 
biiakeus before they hiitJic ground. Or suiy away from the scurrying 
snakes inside. Best lo jump over them if you have to. 

Killer molhs. They'll fly around annoyingly, trying to sling yoy. 
Sting Ihem first *ilh a A^ell-placed punch or kick. 

Th« Fivt IfijiKies. At the end of each level ihcrti's one guy who's 
bigger and badiier ih-ui all the odiers. He can't exacdy kill you widione 
blow, but each of his hits will put a big dent in your energy Jevel- So 
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if your energy is aJrcady low when you mccL h.im, you could be jn big 
tro-uble. 

Here's who's who on each level: 

Level I— The Fisi Fighicr 
Level 2 — The Boomerang Thrower 
UvcL 3— The Giani Kicker 
LcvcE 4 — The Lighuting Magician 
Level 5— The Gang Masiar 

Total Control 

As an CH^pericnced Knng-Fu Masicr, you have loljil eoiiLrol of your 

eveiy move, every punch, every kick. The key is knowing when and 
where lo use each clemem of your matiial anisuy. The following 
insuiictioris oudinc precisely what you need lo do lo e?LCcuie each 
movet 

To move right or left, move the joysilck right or Icfi. 
To jump, push Lhe joystick forward. 

To squat, pull the joysLicle baeL 

To kick tiigh, move the joystick lo the right or left and press the 
buiLon. 

To kick !<iw, pull the joystick back and prc^ the button. 

To punch highf push the joystick diagonally forward Lo the ri^hl or 
left and press Lhc buuon. 

To punch low, pull the Joystick diagonally back to the right or left 
and press Jl\c buuon. 

To brtak a Hcrichman's hold* jiggle the joystick rapidly from 
side to side. 
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Earning Points and Extra Lives 



Youll earn poiiiLs for dcfcaiing your cncm ies. Some enemies arc worth 
more poiniJi than others. 

Any time Icri over at \hc end of a Icvt^l is mu]Uptie<t by ID and added io 
your score. And any energy left over at iheendof a level is multiplied 

by 100 and adtled to your score. 
Here's what earns what: 



ENEMY 


POINTS 


POINTS 




PER 


PER 




KICK 


PUNCH 


Henchman 


100 


200 


Knife Thrower 


500 


800 




200 


300 


Dragon Bail 


2000 


2000 


Killer Moths 


500 


600 


Pisi Fighter 


2000 


2000 


Boomerang Thrpwer 


30O0 


3000 


Giant Kicker 


3000 


3000 


Lighmitig Magician 


50O0 


5O00 


Gang Mastcj 


10.000 


lOOT 



New Lives 

Ycu'll be awarded an extra life at 75,000 points. 
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A Few Hints 

• Don't use punches and kicks randomly. A true mariial 
anisi knows when ifl apply ihcm ai jusi ihc right moment. 

• Try lo figure oui which lypc of blow works best agiiinsi 
which opponents. Most of ihem liave certain v^k spois, 

■ Don't liy [obaiUe ihc snakii — jusi suiy oui of i\s wa/. 

■ Remember: no one opi>oncni can kiti you oumgh.i. But 
ihey ail rob you ofcncrgy. So if an opponent happens to 
hii you jusi when your energy lavel is low enough, h-e may 
end up killing you. 

- Keep a close eye on ihe timer. When it runs out, so does 
youf life 
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ACTIVISJON LIMITKU 90^DAV WARRANTY 

Aciivision. Inc. warranTs lo ihc OTigmal cfinsumcr purcliasfir of ihis 
compurci ^oflwaTP prtiduci ilidl Elic iccording nii;djiim oil which eIbc 
scifEWJuc piogfama die rccoidcd be free from dcTccls in maLcri-al artd 
wurkmanshtp for day^L from ihc dale of purchase. If ihc recording 

medium is fciuitd dcfcqlivc wjchin 90 days of QT^p^^nl piiEchaje, 
Aclivi^lon agreed la rcpljcc, free of chaTgc, any product discavcicd id bc 
dcTi^livi? wiElim luth period upon rPCt^ijiC m iij; Facloty Service Cenioi of 
the proJucl. postage puid. w^ilh proof d^u uf purchase. 

This \^iuTnniy is iimiiiid lu ihe recaiEliriE mudium conrainmg the sofcware 
pr^ignirn ori^inully provided hy Aclivis-j^sn and niH applicable Ui 
normal wcor and icai. This warrflniy ^hall noi bi; a|jpli£;abk and shall be 

void if die dcfeti hjj; jiriscR ihrough jlniJic^ misin'iimicni, or nc^kcL 
Any implied wurtantict 4ipplicablc lo ihis pioduct are limilcd lo ihe 90- 
diy iwnod descnbcd abijve. EXCEPT AS .StT FOKTH AR()VE,TK!S 
WAKHANl Y IS IN UBU OF ALL OTHER WARRANTIES, WHETHER 
ORAL OR WRITTEN, EXPRESS OR TMPUED, INCLLIUIN'O ANY 

wakra>jtv of Mr.krHA>rfAiiiUTY or titness for a Particular 
pukpose, and nqoti iek kei^resental uj^ or claims of any 
Nature shall be binding on or obugate activision, in no 

event WILL ACT! VISION BE LlARLE FOR .^PtClAL, INCIDENTAL, OR 
CONSEQUENTIAL DAMAGE KESLrLTLNO PROM I'OSiESSIOK USE, OR 
MALFL.IN'CTION OF TH15 PKUL>UCr, INCLUDING DAMAGE TO 
PROP EkTY AND, TO THE EXTENT PERMITTED liY LAW. DAMAGES 
FOHrEKStlNALlNJURY, EVENIF ACTWISJONHAS BEEN ADVISED OF 
THEI'OS-SIRILITY OF KUCH DAMAGES. 

SOME STAl ES 1>3 NOT ALLOW UMFTATlONS ON HC3W LONG AN 
IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR 
UMITATION 01- INCIDENTAL OK CONSEQUENTIAL DAMAGES. SO THE 
ABOVE UMFTATlONS AND/OR EXCLUSION OR LIMITATION OF 
LlABlLfTY MAY NOT APPLY TO VOU. THIS WARRANT V GIVES YOU 
SPECIFIC LEGAL RIGHTS. AND YOU MAY HAVEOfKEK RJOHIS 
WHICH VARY FROM STATE TO STATE, 



WARNING 

Any HllcmpI 1o duplicate ChjA producl may dumage it. Such d^a£«. fuit 

RETURNS 

U.P.S. or registered mail i6 rcconuTLcndcd for rtlums. For (he best 
service, pleflse be sure lo — 

S^nd the canridge only, 

2. Write die name oT die proditcl an ihe fcom oT ihc package. 

3. Enclofec your rdum addrc&s, typed ai primed clearly, iiisidc 
the package. 

Send to: 

WARRANTY REPLACEWEfm 
Prchlijcl Support 
AciivLSion, Jnc 
m% BohflTwion Dnve 
Menln Pflrk.CAW02S 
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